HOW TO KEEP YOUR PLAYERS 
INTRESTED 


— GAM Jon 


Have you players ever lost intrest in your campaign? 
This short book is a guide on how to keep them 
intrested in the action and stop them from thinking 
about what they want for tea. I am an experienced DM 
and am constantly finding new ways to keep my players 
engaged in my campaigns. 
Ok, let's start with a guick encounter, 


GIANT OCTOPUS 
Large beast, Unalinged 


Armor Class 11 
Hit Points 52(8d10 + 8) 
Speed 10ft., swim 60ft. 


STR DEX CON INT WIS CHA 
17 (+3) 13 (+1) 13(+1) 4(-3) 10(+0) 4(-3) 


Skills Perception +4, Stealth +5 
Senses darkvision 60 ft., passive Perception 14 
Challenge 1 (200 XP) 


Hold breath. While out of water, the octopus can hold its breath 
for 1 hour. 


Underwater Camouflage. The octopus has advantage on 
Dexterity (Stealth) checks made while underwater. 


Water breathing. The octopus can breathe only underwater. 


ACTIONS 


Tentacles. Melee Weapon Attack: +5 to hit, reach 15 ft., one 
target. Hit: 10 (246 + 3) bludgeoning damage. If the target is a 
creature, it is grappled (escape DC 16). Until this grapple ends, 
the target is restrained, and the octopus can't use its tentacles 
on another target.. 

Ink Cloud (Recharges after a Short or Long Rest). 20-foot-radius 
cloud of ink extends all around the octopus if it is underwater. 
The area is heavily obscured for 1 minute, although a 
significant current can disperse the ink. After releasing the ink, 
the octopus can use the Dash action as a bonus action 


The players are faced up against a Giant Octopus. In 
their party they have a Rouge, Cleric, Wizard, Fighter 
and Bard. The entcounter starts with the Rouge 
stabbing the beast with a dagger. Then the Wizard uses 
acid splash. The Giant octopus then wraps his tentacles 
around the Cleric. The Fighter stabs the Octopus and it 
releses the Cleric. The Bard uses his bow and misses 
the Octopus. The Rouge stans the Octopus again and it 
dies. 

Now, how could we improve this encounter? Some of 
you might think this is a good encounter and can't be 
improved. Heres the thing, it can. 

I had this encounter with my party, after reading over 
it a few times, I decided to spice things up a little bit. So 
I ‘improved’ the octopus. I gave him a new feature, he 
could open up his star shaped mouth and project a 
mesmerising patern from it, turning the player to stone. 


The players are faced up against the evil Giant 
Octopus. His tentacles slither towards the party. The 
Rouge throws a spear through the air at the beast but 
he misses. The Wizard runs towards the towering 
behemoth, The Octopus opens its mouth mesmorising 
the Wizard, so the Wizard rolls a saving throw but fails 
turning him to stone. Then the Octopus slides towards 
the cleric and wraps his tentacle round him. The Cleric 
tries to escape but can't. He screams as the octopus 
opens his mouth. The Cleric is now stone. The fighter 
attacks the beast but his dagger barley scrapes its 
tough skin. The Bard tries to shoot the beast with an 
arrow but fails. The Rouge runs towards the Octopus 
and stabs its eye. The Octopus writhes backwards and 
launches at the Rouge turning him stone too. The 
fighter is in peril not knowing what to do. He runs back 
and hides behind a barrel. The bard Looses an arrow at 
the beast penetrating its skin. The Octopus then turns 
the fighter to stone leaving only the Bard left. The Bard 
has to be clever, so he runs and grabs the fighters 
shield and holds it above his face. The Octopus tries to 
mesmerise him but the reflection of the shield bounces 
into its working eye, turning itslef into stone. 

Even using more expression in you voice can help 
you keep the game going. 


Creative encounters. 


Next time you decide to create an encounter or run one, 
think about how you could make it more interesting 
and how you could make it more exciting for the 
players. 

Another big part of being a DM is giving the players 
what they want, do they want to fight a Bugbear? 
Mabey one who is afraid of water, that would be a good 
encounter in a sea cave. 

Another reason players might start to loose intrest is 
because your campaign might not have a good 
storyline, or not have one at all. Most good campaigns 
have a good force trying to defeat or steal somthing 
from a bad force, that means the main objective is guite 
clear. When writing a campaign make sure you have a 
clear storline and a good end goal. 

Thank you for reading, this is the first book published 
by Grok games, if you want to know when more books 
are published, follow us on DND beyond, our account is 
GrokbrotherofGrog. 

Thank you for supporting Grok Games. 


